Psycho Fox’ 


©1990 Sega of America, Inc. 
Sega of America, inc. P.O. Box 2167, South San Francisco, CA 94080 
Printed in Japan 








Loading Instructions 
Starting Up 


1. Make sure the power switch is OFF. 


2. Insert the game cartridge in the Power Base (shown below) 
as described in your SEGA SYSTEM manual. 


3. Turn the power switch ON. If nothing appears on the 
screen, turn the power switch OFF, remove the cartridge 
and try again. 


4, At the title screen, press Button 1 or 2 to start the game. 
IMPORTANT: Always make sure that the Power Base is 


turned OFF when inserting or removing your Mega 
Cartridge. 





| Insert Mega Cartridge | 


= 








Insert Control Pad 1 
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Introduction 


In Japan, it has been customary since times long ago to 
worship the Inari Daimyojin (Fox Deity) as the god of harvests 
at Inari Shrines. Itis said that groups of foxes having 
supernatural powers act as special priests at these Inari 
Shrines. 


One time, an evil fox became the special priest of an Inari 
Shrine and devised an evil plan to conquer the world. This evil 
fox, known as the Madfox Daimyojin, created strange creatures 
and finally was successfully able to conquer a country for his 
own evil purposes. 


The other good foxes of the Inari Shrines ordered one of the 
younger foxes to go out and rid the world of the evil Madfox 
Daimyojin who had caused so much trouble. 


The fox that was chosen was named Psycho Fox. He began his 
mission by entering a strange world in order to defeat the 
many bizarre creatures and boss monsters found in each zone 
and finally conquer the Madfox Daimyojin using powerful 
punching technique and the ability to transform himself into 
other animals. What is more, Psycho Fox also has a powerful 
friend named Bird Fly who can help him in dealing with 
attacking creatures. However, Bird Fly is currently hidden 
inside an egg and the location of that egg remains unknown. 


It is up to you to lead Psycho Fox on his adventure to defeat 
the evil Madfox Daimyojin and conquer his evil world. You 
control his punching ability and you decide to what forms he 
should transform into to take advantage of the situation at 
hand. 
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You are now ready to begin your journey with Psycho Fox. 
Your first task should be to find Bird Fly by cracking open any 
eggs you find. But be prepared! The zones you travel through 
will become increasingly treacherous and the creatures you 
encounter will become increasingly difficult to defeat. 


Taking Control 











Directional Button Button 1 Button 2 
(D-Button) 


D-Button: 
e Pushing the D-Button to the right or left moves Psycho Fox 
in those directions. Holding the button down in either 


direction makes Psycho Fox accelerate in that direction. 


e Pushing the D-Button in the downward direction makes 
Psycho Fox crouch down when he is standing still. 


e The D-Button is also used for selecting items. 
Button 1: 


e Game start e Punching 
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e Releases Bird Fly when he is sitting on Psycho Fox’s 
shoulder. 


Button 2: 
e Jumping 


e Confirms a selection. 





Pause Button: 


e Displays the ITEM screen. 


Getting Started 


When Button 1 or Button 2 
is pressed when the 
Demonstration Screen is 
displayed, the display will 
change to the Title Screen. 
The game will start when 
either Button 1 or Button 2 
is pressed when the Title 
Screen is displayed. When 
a game is being played for 
the second time or more, “START” and “CONTINUE?” will be 
displayed on the Title Screen. 


Select “START” or “CONTINUE” by pressing the D-Button up 
or down to move the cursor and then pressing Button 2. When 
“CONTINUE” has been selected, the game will start from the 
beginning of the stage where the previous game ended. 





Playing the Game 
Objective 


The world that Psycho Fox enters is a world that has been 
thrown into turmoil by the evil Madfox Daimyojin. The land is 
filled with dangerous traps and devices, and there are strange 
creatures that roam about seeking to give Psycho Fox a hard 
time. Your objective is to guide Psycho Fox through this 
bizarre world, eliminate all the strange creatures that try to 
stop you and finally conquer the Madfox Daimyojin who 
resides at the end of the final stage, Stage 7. 


End of Game 


At the start of the game, you, as Psycho Fox, have three lives to 
last you through your mission. Each time you make contact 
with an enemy creature, fall into water or disappear below the 
screen, the number of lives you have will be reduced by one. 


However, it is also possible to increase the number of lives you 
have during the course of the game. The number of lives you 
have left is displayed on the screen before beginning a new 
round. The game is therefore over when all your lives have 
been exhausted. 
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The Stages 


There are a total of 7 stages which you and Psycho Fox have to 
pass through. Each stage is divided into 3 rounds. At the 
starting point of every round, there is a panel which indicates 
the current stage and round. When Psycho Fox is defeated, 
you will start from the location of that panel for that round. 


Stage 1: Mystical Mountains 


This stage is filled with stairways and islands floating in the 
sky. Besides moving along the ground, there is also a route 
which goes through the sky. You might find some surprises 
up there. Also be on the look out for the many lakes. You will 
also come across what are known as “jumping boards”. When 
you jump onto a jumping board, the board will cause Psycho 
Fox to jump into the air automatically. By timing your jump 
just right and pressing Button 2, you can jump even higher. 


Jumping Board 








Dirt Block 


Lake 





Stage 2: Skull Land 


This stage is filled with eerie-looking skulls perched on top of 
poles made of bones. Sometimes, a skull will come down from 
its column of bones when you pass and attack. The bridges 
that run through the sky are very fragile. If you stop while 
going over them, they will crumble at your feet sending you 
plummeting back to the ground, so keep moving! 


Skull Pole 





Breakable Wall 


Stage 3: Diabolical Desert 


This stage has deserts that make movement tough! The sand 
makes you lose speed. Also, be careful not to fall from the trick 
stairways. At the top of some trick stairways are pipes out 
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from which come huge balls that could crush the life out of wind can blow you into dangerous 
you. Be careful and move with caution. places where you definitely do not 
want to go! In addition, there are 
also teeter-totter boards from 











Trick Stairway : 
which you can jump from by 
"S Pere waiting for a heavy iron ball to fall 
br i i; onto the other end sending you 
i r “i iron balls come : ; A 
Y SE out flying through the air. Getting 
Floor of needles g eee > 2 good at using these lets you go oe Board 
NE wee z Bee places you couldn’t otherwise go! 
Bi 
Stage 6: Ice Zone Fireballs 
stase yeaa. Wind Tube In this stage, the ground is covered : a lig 
In this stage, the ground contains Miele g ed se cea | 
tubes which intermittently blow ee y o 





to watch out for here is trying to aa ady 
stop quickly after you have picked a ee Te 
ZDA PONS MOND A a pn " 

up speed - you won't! vad aia ae a 
Frozen Ground 


out strong gusts of wind. When 
jumping onto these tubes, by 
timing your jump just right, you 
will be able to jump up to places 
high in the sky. However, as you 





are moving along, if you should 7 Steel Structure 
Escalator 


F Stage 7: Underground Cavern 
happen to land on a floor of needles or jump up or get blown 


up into a ceiling of needles, you will lose one of your lives. This underground cavern is dark 


and treacherous. You will 


Stage 5: Underground Passageway encounter sharply inclined steel 
structures making you lose control 





Stage 5 consists of an underground passageway intertwined as well as escalators that could take 
with pipes. Along the way, there are horizontal tubes that Worl where you don EN) 
intermittently blow out very powerful gusts of wind. Proceed What is more, you will find all of 


through these areas with the greatest caution as these gusts of the traps here that you have encountered in the other stages. 
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The Evil Madfox Daimyojin! 





Bonus Game 


The bonus game screen will appear at the end of each round. 
The bonus game that Psycho Fox will encounter is a kind of 
lottery called “Amida”. In Japan, an “Amida” is a way of 
conducting a lottery to get prizes. In the bonus game, you 
have 5 pathways from which to start from. As Psycho Fox 
proceeds along the pathway selected, each time he reaches a 
junction, he must turn to the right or left following that 
pathway. After he turns, he then proceeds in the upward 
direction, continuing to turn each time he reaches a junction 
until he reaches the top of the “Amida”. You then get the prize 
that is at the end of the pathway Psycho Fox is following. In 
order to play the bonus game, you have to have accumulated 
money bags along the way during the previous round to bet 
with. The more money bags you have, the more routes you 
can bet on to get prizes. If you did not acquire any money bags 
during the previous round, “No Bonus” will be displayed on 
the screen and the bonus game will not be played. 
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Bonus Game Procedure 


5 pathways to follow will appear on the screen. Select the 
pathway you wish Psycho Fox to follow with the D-Button. 
When you have made your selection, press Button 2 and 
Psycho Fox will appear at the starting point of that pathway. 


Once you have no more money bags left to bet with, Psycho 
Fox will automatically begin moving through the “Amida” 
until he reaches the end of that particular pathway. At the end 
of each pathway, there is a shrine, prize items and one hole. If 
Psycho Fox arrives at the location of an item, you get that item. 
If Psycho Fox should follow a pathway that leads him to fall 
into the hole, no item is received. If you have two or more 
money bags, you can increase the amount you want to bet or 
the number of routes you select. 


Psycho Fox 





Starting Pathway 
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Increasing Your Bet 


By increasing your bet on a particular pathway, you can receive 
more of the items at the end of that pathway. In other words, 
you receive 1 item for each money bag that was bet on that 
pathway. 


In order to do this, when Psycho Fox appears at the starting 
point, by pressing Button 2 again at that same location, the 
amount of the bet will be doubled. lf you want to decrease the 
amount of the bet, pressing Button 1 will take back the money 
bag that was bet. 


Increasing the Number of 
Pathways 


After the first Psycho Fox has appeared at the starting point, by 
selecting another pathway by pressing the D-button to the left 
or right and pressing Button 2, a second Psycho Fox will 
appear at the second pathway that has been selected. If you 
still have money bags remaining, the number of pathways can 
be increased even more. 


Shrine 


When Psycho Fox follows the pathway that you have selected 
and arrives at the shrine, numbers on the shrine will begin to 
spin around like a slot machine. To Stop the numbers from 
spinning, press Button 1. The number that is displayed after 
the spinning has stopped indicates the number of bonus lives 
you receive. 


Se ee 


Items 


Accumulating various items that are located along the way will 
make your mission through this strange world much easier. 
Items are contained within eggs that have fallen along the way, 
and sometimes appear after you have defeated one of the 
weird creatures. 


When you come across an egg, move close to it and punch it to 
crack it open. However, there are times when the egg may not 
contain any item. What is worse, some eggs contain enemy 
creatures! 


You can acquire the item that has appeared by moving Psycho 
Fox in contact with it. There is no limit on the number of items 
you may carry. You can see how many and what types of 
items you currently have by referring to the numbers 
displayed on the ITEM screen. 
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Use of Items 


Items are used to defeat enemy creatures as well as to 
transform Psycho Fox into other forms. When desiring to use 
an item, press the Reset Button on the console. The ITEM 
screen will appear. Press the D-Button to move the arrow to 
the right or left to select the item you wish to use. Then press 
Button 2 to use that item. The following section provides an 
explanation of the functions of each of the items. 


Psycho Stick (Stick of the Shinto Purification) 


Psycho Stick allows you transform Psycho Fox 

into other animals. When this item is selected 

and Button 2 is pressed, one of the frames 

surrounding the animal pictures will turn 

orange. Move the D-Button to the left or right 

to move the orange frame to the picture of the 
animal you wish to transform into. When you have made your 
selection, press the D-button. The game will return to the 
Game Screen with Psycho Fox in the form of the animal you 
selected. 


Straw Effigy 


When this item is selected, you will 
immediately return to the Game Screen. The 
display will then begin to shake and appear 
wavy as beams of energy flow through the 
entire region. The Straw Effigy will appear in 
the center of the screen and destroy all enemy 
creatures that are currently appearing on the screen. 
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Magic Medicine 


When this item is selected, again the game will 
return to the Game Screen. Once you have 
returned, a star will appear around Psycho Fox 
for a fixed period of time only. During that 
time, you will become invincible. All you have 
to do is simply make contact with an enemy 
creature to defeat it. 








Money Bags 


These are used to bet on pathways in order to 
get additional items and lives in the bonus 
games at the end of each round. When you 
have 2 or more money bags, you can either bet 
on a multiple number of pathways or increase 
the bet on a single pathway. 





Additional Life Figures 


When a figure identical to the form Psycho Fox 
is currently transformed into appears on the 
screen with the numbers “1 UP”, by catching 
up and moving over it, you can increase your 
number of lives. 








Bird Fly 


Bird Fly is a special bird that will prove to be a big asset to you. 
It is a rare bird that has tremendous power to defeat enemy 
creatures. When Bird Fly is perched on Psycho Fox’s shoulder, 

































































16 


by pressing Button 1, Bird Fly will be released 
to fly out and get rid of enemy creatures. Then, 
after a little while, he will come flying back to 
do more dirty work for you. 








During the time Bird Fly is perched on Psycho 
Fox’s shoulder, even if you make contact with an enemy 
creature, you will not be damaged. However, Bird Fly will 
disappear until you find him again. In that case, once again try 
cracking a few eggs to find one that contains Bird Fly. 


Let’s Go! 


The game begins with you, as Psycho Fox, at stage 1-1. 
Proceed by punching the enemy creatures as they appear to 
attack you. Once you are able to find Bird Fly inside an egg, 
attack the creatures by releasing Bird Fly to destroy them. At 
the end of each stage, there will be a Boss Monster waiting for 
you to test your skill and bravery. 


During the game, you are only able to proceed from left to 
right. You are not able to go back to those areas that have 
disappeared from the left side of the screen. 


Along the route you follow, there will be lakes, cliffs, floating 
islands, cloud islands and jumping boards. In addition, there 
will also be various kinds of obstacles such as hazardous traps 
like disappearing bridges, trick stairways, slippery slopes as 
well as needle-studded floors and ceilings. All of these will 
cause the number of lives you have to be reduced. 
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Your task is to find the route you believe to be the best in order 
to get pass those obstacles. Whether you go directly over them 
or find a route high in the sky is completely up to your skill 
and judgment. 


Route 


The world that Psycho Fox travels through is much bigger than 
what it appears. When you find places suspended in the air 
that you can get to, try jumping up to find out what is up there. 
After all, you might find a better route through the sky. Rather 
than trying desperately to get through one route, it is better to 
try different routes to determine which is the best one. What is 
more, you should also be trying to find as many eggs as 
possible. 


Transformation 


Once Psycho Fox finds a Psycho Stick, you will be able to 
transform him into any of three different animals. Each of 
those animals has their own unique characteristics. By 
transforming Psycho Fox into each of the animal forms, you 
will be able to take advantage of their individual traits 
allowing you to get pass difficult parts of the route. 


For further information on how to use transformation, read the 
section on “Use of Items”. 
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Fox 


This is the origir al form of Psycho 
Fox and is the form at the beginning 
of the game. All of its characteristics 
such as walking, acceleration, 
punching power, long jumping and 
high jumping are standard. 


Hippopotamus 


The hippopotamus has tremendous 
punching power for breaking down 
walls. However, since he weighs so 
much, all of his other characteristics 
are the worst among all the other 
animal forms. 


Monkey 


High jumps are his speciality. All of 
his other capabilities are of a level 
that is slightly lower than the fox. 


Tiger 


The tiger specializes in long jumping 
and running speed. These two traits 
of his are tops among all the animal 
forms. Punching strength and high 
jumping are standard. 











19 
Description of Enemies 


Strange Creatures 


Cd 
AIII 


Pockly Guy 





B B 
yl Zizo Zizo 


T a )) D 
B3 


Skull Poota 
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Boss Monsters 


Boss monsters appear at the conclusion of each stage. If a tool 
appears on the screen, use it to defeat the boss monster. 


Mad Tumbler (Stages 1 and 5) 


This Boss Monster is defeated 
by using an air gun that lowers 
down from the top of the 
screen. By jumping onto the air 
gun, bullets will be shot from 
the barrel. Shoot the bullets to 
knock out the middle sections 
of the monster. When all the 
middle sections have been 
knocked out, the monster will 
disappear. 


Robo Fly (Stages 2 and 4) 


Robo Fly is a mechanized fly. 
Once the pesticide spray can 
lowers down from the top of 
the screen, jump on the button 
to spray pesticide onto the fly. 
Remember that the pesticide is 
only effective when Robo Fly 
comes close to the spray can. 
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Doramaru (Stages 3 and 6) 


This innocent looking character 
which was holding the panels in 
the previous rounds now turns 
out to be the Boss Monster! 
However, his weak point is his 
soft head. You will be able to 
defeat him by jumping on his 
head. 


Madfox Daimyojin (Stage 7) 


Madfox Daimyojin will put up a 
fight to the death by showering 
lightning bolts all around you! 
However, when the launcher 
lowers down from the top of the 
screen, you can finally put an 
end to his evil rule by launching 
bombs at him by punching the 
handles on the side of the 
launcher. 





Helpful Hints 


e When you encounter a lake that is too wide to jump across, 
you can get over the lake by accelerating to a fast enough 
speed to glide over the top of the water without sinking. 
You can use this method in many other situations, also. In 
addition, you can jump farther and higher by getting a 
running start before jumping. 
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e Itis very important to be familiar with the individual traits 
of each of the animals so that you can transform into them 
to take advantage of their skills. Use the animal that can 
jump high when desiring to get up to high spots and select 
an animal that is fast when you need speed. When you see 
a Wall in your way, transform into an animal that can break 
down walls. 


e Use the whiplash poles that you encounter to take 
advantage of their recoil action to jump higher and farther. 
Being able to jump farther is determined by the speed and 
height at which you grab the pole as well as the timing with 
which the D-Button is pressed. 


° There are Warp Zones hidden throughout the route. You 
can look for these by sending out Bird Fly into space. When 
Bird Fly flies out and appears to bump into something even 
thought there is nothing there, this means that there is a 
Warp Zone there. In order to break through, repeatedly 
send out Bird Fly to that same location until you break 
through. 


e If you proceed too far ahead after having released Bird Fly, 
Bird Fly will not return. 


e The items that you acquire along the route, inside eggs and 
in the bonus games cannot be used against the boss 
monsters. 


e By timing your jump just right, Psycho Fox is able to stomp 
enemy creatures into the ground by jumping on top of 
them. Jumping on them several times will eliminate them 
completely. 








Handling This Cartridge 


e This Cartridge is intended exclusively for the Sega 
System™. 


e Do not bend, crush or submerge in liquids. 


¢ Do not leave in direct sunlight or near a radiator or other 
source of heat. 























Warranty ——— 


Sega of America, Inc., warrants to the original consumer purchaser 
that this Cartridge shall be free from defects in material and 
workmanship for a period of 90 days from the date of purchase. If a 
defect covered by this warranty occurs during this 90-day warranty 
period, Sega will repair or replace the defective cartridge or 
component part, at its option, free of charge. 


This warranty does not apply if the defects have been caused by 
negligence, accident, unreasonable use, modification, tampering, or 
any other causes not related to defective materials or workmanship. 


To receive fast, reliable warranty service, call the Sega Consumer 
Service Department at the following number: 


1-800-USA-SEGA 


Our Consumer Service Department is in operation from 9:00 a.m. to 
5:00 p.m. (Pacific Time), Monday through Friday. DO NOT RETURN 
YOUR CARTRIDGE TO YOUR RETAIL SELLER. Return cartridge to 
Sega Consumer Service. Please call first for further information. 
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If the Sega technician is unable to solve the problem by phone, we will 
provide you with instructions on returning your defective cartridge to 
us. The cost of returning the cartridge to Sega’s Service Center shall be 
paid by the purchaser. 


Repairs After Expiration of Warranty 


If your Cartridge requires repairs after termination of the 90-day war- 
ranty period, you may contact the Sega Consumer Service Department 
at the number listed above. If the technician is unable to solve the 
problem by phone, he will advise you of the estimated cost of repair. 
If you elect to have the repair done, you will need to return the 
defective merchandise, freight prepaid and insured against loss or 
damage, to Sega’s Service Center with an enclosed check or money 
order payable to Sega of America, Inc. for the amount of the cost 
estimate provided to you by the technician. If, after inspection, it is 
determined that your cartridge cannot be repaired, it will be returned 
to you and your payment will be refunded. 


Limitations on Warranty 


Any applicable implied warranties, including warranties of 
merchantability and fitness for a particular purpose, are hereby 
limited to ninety days from the date of purchase and are subject to the 
conditions set forth herein. In no event shall Sega of America, Inc., be 
liable for consequential or incidental damages resulting from the 
breach of any express or implied warranties. 


The provisions of this warranty are valid in the United States only. 
Some states do not allow limitations on how long an implied warranty 
lasts, or exclusion of consequential or incidental damages, so the 
above limitation or exclusion may not apply to you. This warranty 
provides you with specific legal rights. You may have other rights 
which vary from state to state. 
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